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Outcome Table 


A result of 9 generally means the attempt was accomplished (that’s good enough in most cases). When the degree of the success sees 
measured, however, Success Levels depend on the final result (a roll including all positive and negative modifiers). 


9:10: First Level (Adequate): The Task or Test got done, If an artistic endeavor, it is just adequate, and crities/andiences are H 
-hum" responses. A complex and involved Task takes the maximum required time to complete. An attempted maneuver was 
plished, and might appear to be the result of luck rather than skill. Social skills produce minimal benefits for the character, 
Combat: Attack does normal damage. 

11-12: Second Level (Decent): The Task or Test was accomplished with relative ease and even some fair, Artistic results are above average“ 
resulting in a warm reaction from many, but not most. Complex and involved Tasks take 10% less than the maximum required time. Attempts 
maneuvers are skillfully accomplished. Social skills manage to gain some benefits for the character (including a +1 to further attempts om Se 
same people under similar situations) 

Combat: Attack does normal damage. 

13-14: Third Level (Good): The Task or Test was completed with ease. Artistic results are largely appreciated by connoisseurs and well 
the public (although some critics will be able to find something wrong). Complex and involved Tasks take 25% (one fourth) less time than: 
required. Attempted maneuvers are done with seeming effortlessness, apparently the result of great skill. Social skills are not only successful, | 
‘acter will be at +2 on Future attempts on the same people (this is not cumulative with subsequent high rolls — use the highest bonus only), — 
Combat: This is the roll needed to target a specific body part, or to hit a vital area, 

15-16: Fourth Level (Very Good): The Task or Test was very successful, Artistic endeavors are rewarded with a great deal of appreciate: 
from the intended audience. Complex and involved Tasks can be finished in half the time. Social skills produce a lasting impression on the pe 
ple involved, resulting in a bonus of +3 on all future attempts in that skill involving the same people. 

Combat: Increase the damage rolled by 1 before applying the Multiplier. 

17:20: Fifth Level (Excellent); The Task or Test produced excellent results, Any artistic endeavor impresses the audience greatly, 
a great deal of recognition and fame. Social skills have a future bonus of +4, as above. 

Combat: Increase the damage rolled by 2 before applying the Multiplier. 


21-23: Sixth Level (Extraordinary): The Task or Test produced amazing results, accomplishing far more than was intended. Artists 
after one such roll, but all their future accomplishments will be measured against this one, which may lead to the "one-shot wonder" label. Socia 
skills gain a future bonus of +5, as above, 


Combat: Increase the damage rolled by 3 before applying the Multiplier, 
244: Further Levels (Mind-boggling): For every +3 to the total above 23, increase the Success Level by 1, and the Social skills future bonus 
Combat: Add +1 to the damage rolled for every additional Success Level, 


Damage Modification Example: Luigi punches an opponent and his attack roll is a 17 (fifth level of success: +2 damage bonus). Luigi's see 
mal punch damage is D4 x 3, Given his Success Levels, the damage is modified to (D442) x 3, or 9 to 18 points. Even on a bad damage roll, the 
attack inflicts a decent amount of damage. 


Fear Table 


A Fear Test calls for a Difficult Willpower Test, as modified (see AFMBE, p. 96). If failed, roll DIO, subtract Willpower and apply any Fear 
‘Test penalties as additions. If the result is 9 or higher, determine Success Levels and consult the Fear Table. 


Success Level Effect 

1 Shakes: All the characters actions suffer a -2 penalty for 2 Tumis, Lose 1 Essence point, a 

2 Flight: Victim runs away screaming for 1 Turn, If cornered, the victim may fight or react in a more rational way. Lose 
2 Essence points, 

3 Physical reaction; Fear causes a messy physical reaction (often involving bodily functions best left to the imagina. 
tion), Not only is this embarrassing, but it imposes a -1 penalty to all actions for D4(2) turns. Lose D4(2) Essence points. 

4 Paralyzed: The character cannot move for D4(2) Turns. Only intervention by other characters (who may shake her, 
slap her or otherwise force her to act) will allow her to take any action. Lose D6(3) Essence points. 

5 Faint: The shock and fear are so severe that the character collapses, unconscious. A Difficult Constitution Test is 


required to recover consciousness; this can be attempted every minute, or whenever somebody tries to stir the | 
character, Lose D10 x 4 (20) Endurance points and D8(4) Essence points. i 


like heart attacks or comas, or a bout of temporary insanity lasting hours, or worse... . 


6 Total Hysteries: The victim becomes a screaming, babbling, totally useless maniac for DS(4) Turns, Lose DIO(S) 
Essence points. 

T It Gets Worse: Higher results are left 10 the Zombie Master's imagination, They may include life-threatening effects 
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Body Armor Table 


Amor Value: N 
TO) un 


D6+ 1(4) 
x Rolê of Luck Table 
(DB x 2) + 8(16) Result After Second Roll 
Second Rule Rule 
D6 + 1(4) Roll —ofl0 of 
D6+7(10) 2 10 3 
(D6 x 2) + 1400) 84 l 4 10 5 


Ps IT Armor (DS x 3) HISGA 


Ries Shield (D8 x 2) + 17¢ 878 . à $100 8 13 1 
M Reps of EV titer puy ensumbrs a character when FAN - u 7 i 


gal of EV is am medhunlyencumbers a character wt 
8 Regardless of EV, this em heavily encunbers a character 
A Regardless of EV, tnis tem entra heavily encumber a 


rasa the Sit fr Creative Anachronism: us arm i 
az sat sch as Dead a 1000 (se p. 196) J 


Clan wi have a hard ime eng anything heavier È 
l investigate people purchasing heavy comba arm) ON = 
ina 


rey fi n D 


77 è Armor Val 
Explogiva wai of 


Each weapon has three damage numbers applying to « 
this damage is in brackets. If a bomb, shell or grenad 


Ground Zero damage is doubled against that target. 


Targeting Body Paris 


These rules can be used for dramatic purposes, but add more complexity to combat. The following chart determines the penalty 10 the auch sil 

the modifier to the damage inflicted, Damage bonuses occur after penetration (if the target is not wearing armor, all damage is modified ses 
Head: -4 to hit. Blunt damage is doubled; slashing/piercing and bullet damage is tripled, Bullet damage is modified by Wa ENER] 

piercing bullets inflict triple damage, normal bullets inflict four times damage, etc.). Endurance Point damage (in non-lethal combat) 
Neck/Throat: -5 to hit. Blunt damage is doubled; slashing/piereing damage is quadrupled. A slashing attack on this area that does eno 

age to kill the victim results in decapitation, Bullet damage is modified by one level (armor-piercing bullets inflict double damage, and = « 
Arms/Liegs: -2 to hit. Damage in excess of Life Points/3 cripples the limb; extra damage is lost, E i 
Hand/Wrist/Foot/Ankle: -4 to hit. Damage in excess of Life Points/4 cripples the area. Extra damage is lost 


Vital Points (heart, lungs, spine, kidneys, etc): -2 to hit. Blunt damage is doubled: slashing/piercing damage is tripled, Bullet, | 


ified by one level (see Neck/Throat bullet damage), 


Turn Steps Glogs Gombat Weapons Table 


ee Oren ve Dany EY Goat mel 
the next Tun, Punch D4(2) x Strength" na ra ne 

2. Initiative: The Zombie Master determines Kick D4(2) x (Strength + 1)" ma na wall 
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4, Damage: Any damage infliced by the Broadsword DB(A) x Strengiht®& 42 SIS0 R 
results of the Performance step is applied to the Bastard Sword DIOS) x Strength" 42 5200 R 
target or targets (this can end the fight right then Greatsword D12(6) x (Strength + 1)**@ 8/4 8250 R 
RR Rapier, Edge D6(I) x Strengths WI $150 U 


5. Repeat: Further Tasks are resolved and 


damage inflicted until each character han had a | _ ROPÎcr Point DB(A) x Strenghtt& ao $150 U 
chance to act during the Turn. Katana DIOS) x Strength" as 
6. End: The Tum ends and the process stans Spear D6(3) x Strengih®*& 42 8180 R 
again back at step 1. Spear Charge DB(A) x (Strength + 19198 a $150 R 
Staff (Short Punch) D6(3) x Strength 42 85 U 
and Damage Gapactty Issum D8(4) x (Strength + 1)@ CPC 
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30 10-12 Police Baton/Large Stick D6(3) x Strength 21 $10 c 
10-20 = Bat/Club/Pipe/Chair DS(4) x Strength& 21 $25 E 
40-60 20-30 Chainsaw D10(5) x Strength**& 20/10 $100 C 
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and DOCH (Strength + 1) two-handed, 


oes DE) x Sten one ha 
D +5 per inch 75 per inch 50 + 10 per inch © Weapon must be used two-handed. Damage modifiers have already been accounted for in the formula. 


) +5 per inch 100 per inch 60 + 20 per inch 
| by 2.5 to get an equivalent measurement in centimeters. 
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Rangéd Weapon Table 


Welpen Range Damage 
Thrown Rocks sanonano 1 x Strength 
Di kaites WSISHOMA. DA) (Strength 1) 
Sort Bows SA3A0/6S/100 DÉC) x (Strength) 
BRGeomposite Bows 13500020 — DS(4) x (Strength) 
Crossbows TIAO/6S/1507250 DIO(S) x (Strength) 
Désndguns 10060120 
22 caliber D4 x 264) 
Fear caliber D6 x 246) 
38 caliber D6 x 39) 
Omm D6 x 412) 
10 mm D6 x sus) 
D As caliber Dax) 
High-Velocity Handguns 4/15/30/90/180 
(357 magnum D8 x 4(16) 
-44 magnum D6 x 6(18) 
"Submachine Guns 3/15/30/100/200. 
9 mm D6 x 412) 
Ecivillan Rifles” 10/5071 50/60/1000 
22LR D4 x 48) 
1556 mm D8 x 416) 
30.06 D8 x 6(24) 
762mm DB x 500) 
Shotguns (12 gauge) 
sto 10/3O:SO/7S/10O D6 x SUIS) 
Buckshot 10/30/50/100/200 DS x 6(24) 
su 5/S0/100/20/500 DB x 5(20) 
Assault Rifles 10/50/150/600/1000 
DS x 4016) 
762 mm D8 x 5020) 
78 mm 15/75/225/900/1000 D8 x 5(20) 
Mae 15/75/250/1200/5000 DIO x 630) 
Machine Guns 
IA 10/100/200/1000/000 DE x 416) 
72 me 10/150/300/1000/4000 D8 x S(20) 
S/200/2002000/000 DO x 6:30) 


IRE stase: ipod (1/1) and ammo (6/3). 


20-40. 


1-10 
130 
1-10 
130 


EN ess tripod (40/20) making this exclusively a vehicle or stationary weapon. 


© Siege shot or semi-automatic 


Base Modiflers Table 


Routine: No roll needed 

Easy: +5 or more to the roll 

Moderate: +3 to +4 to the roll 

Average: +1 to +2 to the roll 
‘Challenging (includes most combat rolls): No modifier 
Difficult: -1 to -2 10 the roll 

Very Difficult: -3 to -5 to the roll 

Heroic: -6 10 -9 10 the roll 

‘Near-Impossible: -10 or worse 


EY cor Ad 
u = c 
m mc Modiflarg 
RES Point-Blank Range: +1 to Strike 
TIEG Tasks, and add 1 to the Damage 
a Multiplier. 
Short Range: No modifier 
Mi sm C 
ARE Medium Range: -1 to Strike Tasks, 
EEE Long Range: -3 10 Strike Tasks, 
and reduce Damage Multiplier by 1. 
u sw c x 
RSE Extreme Range: -6 to Strike 
‘Tasks, and reduce Damage 
ns ‘Multiplier by 2. 
Poor Lighting Conditions (A 
u soo € dark alley, candlelight, moon- 
I sw U light): -1 to Strike Tasks." 
Bad Lighting Conditions 
63 su (Moonless night): -4 to Strike 
Tasks. 
84 sw © Total Darkness: Use a D10 roll 
with no other modifiers; only a 
ET natural roll of 9 or higher 
SM m0 € strikes the target. If a character 
cc makes a Difficult Perception 
ss soo € Test, she can add each Success 


Level to the DIO roll, 
accounting for the use of senses 
other than sight to spot the 


target i 
Multiple Shots: -1 for each 

RENE additional shot, or-2 if the 

los 5150 U weapon has a heavy recoil, 


Gun Scopes: A telescopic scope 


ws 5150 U will add +2 to 45 to any 
28/14 S150 R Aiming Tasks. 

zumë S180 R * Lighting modifiers also apply to 
24/128 $2000 R close combat attacks, 

Busk S400 R 


